Chaos of the Thickets 


Optional Rule for Call of Cthulhu d20 
By Brian Campbell, Christopher Perkins, and Mat Smith 


If you ordered a special autographed copy of the Call of Cthulhu d20 Roleplaying Game from our online 
store, you also received a free limited-edition compilation CD: Let Sleeping Gods Lie by a band called the 
Darkest of the Hillside Thickets. Each track on the CD has its own minor effect on game play that lasts only 
as long as the song is playing. To invoke the Chaos of the Thickets, set your CD player on shuffle/random, 
then hit play. (If you don’t have that feature, roll a d12 and start play on that track.) 


Here are some expanded descriptions of the rules for each track. 


1. A Thousand Fists 
+1 morale bonus to melee attacks 


For the duration of this song, all player characters get a +1 morale bonus on melee attacks. Note this 
is an attack bonus and not a damage bonus. 


2. Colour Me Green 
Random character in combat is nauseated for 1d4 rounds 


For the duration of this song, one player character (determined randomly) involved in combat is 
nauseated for 1d4 rounds (Fortitude save, DC 25, negates). 


&quot;Nauseated characters are unable to attack, cast spells, concentrate on spells, or do anything 
else requiring attention. The only action such a character can take is a single move action per 
turn.&quot; (page 91) 


If you need further definition of a &quot;move action,&quot; check out page 21 or page 65. 
3. Goin' Down to Dunwich 
Gain the Run feat for free 


For the duration of the song, all player characters get the Run feat for free. (You'll find the Run feat on 
page 41.) This feat increases their top speed to five times normal speed (150 feet). A character still 
must move more or less in a straight line. 


Characters who already have this feat move six times their normal speed. In either case, a character 
making a running jump can increase the distance or height cleared, but not past the maximum 
allowed. (See the Jump skill description on page 32.) 


4. Shoggoths Away! 


Any Sanity losses are increased by 1 point (104 if the loss is caused by a Shoggoth or Shoggoth Lord) 


While this song plays, all Sanity losses increase by 1 point, or 1d4 points if the loss happens during an 
encounter with a Shoggoth or Shoggoth Lord (featured in the Creatures chapter on pages 181 and 
182). For examples of Sanity loss, see page 48. 


5. Yig Snake Daddy 
-1 penalty on saves against mind-influencing effects 


For the duration of this song, all characters suffer a -1 penalty to saves against mind-affecting spells 
and other mind-influencing effects. (Look for the [Mind-Affecting] descriptor after the spell name.) 


6. Please God No 
Use d12 for attack rolls, saves, ability checks, and skill checks 


For the duration of this song, the player characters make all attack rolls, saving throws, ability checks, 
and skill checks using a d12 instead of a d20. 


Note: A natural12 is not a critical. 
7. Six-Gun Gorgon Dynamo 
+1 morale bonus on ranged attacks 


For the duration of this song, the player characters get a +1 morale bonus on ranged attacks. Note this 
is an attack bonus, not a damage bonus. 


8. The Innsmouth Look 
+2 insight bonus on Spot and Search checks 


Since one look is all it takes, for the duration of this song, the player characters get a +2 insight bonus 
on all Spot and Search checks. 


9. Sounds of Tindalos 
-10% penalty on Sanity checks 


For the song's duration, player characters suffer a -10% morale penalty on all Sanity checks. (Making 
a Sanity Check is detailed on page 47 under the Current Sanity section header.) 


10. The Chosen One 


+2 insight bonus on ability and skill checks, and +2 morale bonus on Sanity checks (one character 
only) 


While this song plays, one player character (determined randomly) gets a +2 insight bonus on all 
ability checks and skill checks, and a +2 morale bonus on Sanity checks. 


If you find it too distracting to randomly determine a new Chosen One each time the track plays, you 
may opt to randomly determine the first Chosen One, then have the title pass counterclockwise 
around the table. 


11. Yog-Sothoth 


Reroll initiative at the beginning of every combat round 


For the duration of this song, initiative must be rolled at the beginning of each round of combat. 


Characters who elect to hold or delay their action may do so normally, but they must roll for initiative 
on the round following the one in which they take their held/delayed action. 


12. Cthulhu Dreams 
-2 penalty on Listen, Spot, and Search checks 


For the duration of the song, each investigator suffers a -2 penalty to Listen, Spot, and Search checks. 
(For information on using these skills, look on page 33 for Listen, 35 for Search, and page 37 for 
Spot.) 


